


WARNINGS Read Before Using Your Dreamcast™ Video Game System 

CAUTION 

Anyone who uses the Dreamcast™ should read the operating manual for the software and console before operating them. A responsible adult 

should read these manuals together with any minors who will use the Dreamcast,M before the minor uses it 

Health and Epilepsy Warning 

Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights or light patta 

that they encounter in everyday life, such as those in certain television images or video games These seizures or loss of consciousness may oco 
even if the person has never had an epileptic seizure. 

If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor pnor to using the 
Dreamcast™. 

In all cases, parents should monitor the use of video games by their children If any player experiences dizziness, blurred vision, eye or muscle 

twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USE AND CONSULT YOl 
DOCTOR BEFORE RESUMING PLAY 

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using the Dreamcast™ 

•Sit a minimum of 6.5 feet away from the television screen This should be as far as the length of the controller cable 

• Do not play if you are tired or have not had much sleep 

• Make sure that the room in which you are playing has all the lights on and is well lit 

•Stop playing video games for at least ten to twenty minutes per hour This will rest your eyes. neck, arms and lingers so that you can continue 
comfortably playing the game in the future. 

OPERATING PRECAUTIONS 

To prevent personal injury, property damage or malfunction: 

• Before removing the disc, be sure it has stopped spinning 

•The Dreamcast™ GD-ROM disc is intended for use exclusively on the Dreamcast™ video game system Do not use this disc m anything other tf 
a Dreamcast™ console, especially not in a CD player 

• Do not allow fingerpnnts or dirt on either side of the disc. 

•Avoid bending the disc. Do not touch, smudge or scratch its surface. 

• Do not modify or enlarge the centre hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape 

• Do not wnte on or apply anything to either side of the disc 

• Store the disc in its original case and do not expose it to high temperature and humidity 

• Do not leave the disc in direct sunlight or near a radiator or other source of heat 

• Use lens cleaner and a soft dry cloth to clean the disc, wiping gently from the centre to the edge Nevw use chemicals such as benzene and pan 
thinner to clean the disc. 

Projection TELEVISION WARNING 

Still pictures or images may cause permanent picture tube damage or mark the phosphor of the CRT Avoid repeated or extended use of video 
games on large-screen promotion televisions. 

Dreamcast™ Video Game Use 

This GD-ROM can only be used with the Dreamcast™ video game system Do not attempt to i>iay the n H< IM on any other CD player; doing so 

may damage the headphones and/or speakers. This game is licensed tor home ptay on ttw* Dream, ,i„t™ *.,)*«> .jam* system only Unauthorised 

copying, reproduction, rental, or public performance of this game is a violation of appix »M« lawn fh*. m,im< tern and events portrayed in this gan 

are purely fictional. Any similarity to other persons, living or dead is purely coincident m 
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A Special Message from CAPCOM ENTERTAINMENT 

Thank you for purchasing Marvel™ Vs Capcom® 2 Please note that this software is 
designed only for use with the Dreamcast™ console. Be sure to read this instruction 
manual thoroughly before you start playing Marvel™ Vs Capcom® 2. 

We at CAPCOM ENTERTAINMENT are proud to bring you this thrilling new addition to 
your video game library 

CAPCOM ENTERTAINMENT, INC. 

475 Oakmead Parkway. Sunnyvale, CA 94086 

• MARVEL™ & ©2000 MARVEL CHARACTERS. INC. ALL RIGHTS RESERVED. “ 

© CAPCOM <50.. LTD. 2000 ALL RIGHTS RESERVED. 

CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO. LTD 

Sega, Dreamcast, and the Dreamcast™ logos are either registered trademarks or 
trademarks of Sega Enterprises, Ltd. The ratings icon is a trademark of the Interactive 
Digital Software Association. 
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The fighters gather when the ominous shadow is about to cover the 
light of hope. They head to the abyss to bring everything back into 
the "Sea of Genesis." 

"Armour of Erosion11... It should have been no more than a fairy tale. 
It should never have been awoken. However, the end has come. 
Wheel of fortune has resurrected the legendary evil from limbo. 

Hideous waves from the armour have turned fish into deformity, and 
the accursed wind from the sea has brought death to the inland. 



DREAMCAST™ CONTROLLER IAMCAST™ JOYSTICK 

Analog Thumb Pad 

Directional Buttons 

Up - Vertical Jump 

Lett up • Diagonal backward jump 

Left - Move backward, upper block 

Left down - Crouch, lower block 

Down - Crouch 

* The controls are for characters 
facing right. 

X Button - Light Punch 
Y Button - Heavy Puncl 
B Button - Heavy Kick 

A Button - Light Kick 

Right down - Crouch Start Button Pause/resume game. 
Right - Move forward join in for player 2 

Right up - Diagonal forward jump 

Never touch the Analog Thumb Pad or 17R Triggers while turning the Dreamcast™ power ON. Doii 
so may disrupt the controller initialisation procedure and result in malfunction. If the Analog Thumfc 
Pad or IVR Triggers are accidentally moved while turning the Dreamcast™ power ON, immediately 
turn the power OFF and then ON again, making sure not to touch the controller. 

X/Y Directional 
Buttons - 

Select a game 
mode. menu, 

item In option. 

Joystick 
Move a character 

Choose 
Characters, 

game mode, 
etc. 

*♦» vo the default button assignments. To change them, use the Option mode (see page 11.) 

ftware is for 1-2 player(s). Connect controller(s) to the Dreamcast™ properly before you turn on the Dreamcast™. 

h «» move the Analog Slick or L/R Trigger when you turn on the Dreamcast™. 

• 11 ness the Start Button holding A, B. X and Y buttons, you can reset the game and go to the title screen. 

•" you use a Vibration Pack (optional) with your Dreamcast™ Controller, make sure to put it into the slot 2. 

I / 60HZ OPTION If you have a modern television it may support 60hz. This means that you 
jxperience Man/el™ vs Capcom® 2 full screen rather than having black borders on the top 
bottom of the screen. As the game loads you will see the following option screen: 

Use Up and Down Control Pad to select between 50hz and 

60hz display. If you are uncertain if your television set supports 

60 hz then use the ‘Test’ option to check. If a Marvel® vs 

Capcom™ 2 picture is displayed then your television supports 
60hz. You should now chose the 60hz option. If not however, 

please chose the 50hz option. 



SPECIAL MOVES 

HYPER COMBO GAUGE 
Hyper Combo Gauge builds up as you attack. When it is full, your character will be able to 
perform special attacks like Hyper Combo. You can build up your Hyper Combo Gauge up 
level 5. 

HYPER COMBO 
<a command> +PP or KK (press simultaneously) 
A Hyper Combo uses level 1 gauge. 

DELAYED HYPER COMBO 
You can perform up to 3 Hyper Combos in a row. During the first character s Hyper Combe 
input the second character s Hyper Combo. During the second character’s Hyper Combo, i 
the third character’s Hyper Combo. 
Delayed Hyper Combo uses level 2 or 3 Hyper Combo Gauge. 

VARIABLE COMBINATION 
Press Partner A and Partner B bi 
simultaneously. 
Your partners will come out and 
perform Hyper Combos at the sa 
time.Variable Combination uses l 
3 gauge. 

SNAP BACK 
Force your opponent to change characters. 
"Snap Back" uses level 1 gauge. 

^ + Partner A Button - Get opponent’s second character out. 

•♦+ Partner B Button - Get opponent's third character out. 

’ECIAL MOVES 

BLE ASSIST 
|r partner character will come out to make a counter-attack and 

\ characters, 
ble Counter uses level 1 gauge. 

ner A Button (while blocking) - Your second character will come 

ner B Button (while blocking) - Your third character will come 

BLE ATTACK 
ch characters. The red part of the vitality gauge will recover 
ually while resting. 
LK (press simultaneously) - Switch to your second character. 

+HK (press simultaneously) - Switch to your third character. 

RIAL RAVE 
i an air combo. Each character has an Ariel Rave start 

onent with it and perform a combo in the air. 
| with il+HP or HK then^f (super jump( then perform a combo in 
> air. 

ve faster than normal walk. 
► (or +4r) or PP (press simultaneously) 



SPECIAL MOVES GAME SCREEN 

SUPER JUMP 
Jump much higher than a normal jump. 

BLOCK / AIR BLOCK 
Block an opponent’s attack on the ground and in the air by pressing a directional button av 
from the opponent. 

THROW / GRAB MOVES 
Throw an opponent who is near your character. Some characters do a grab move instead 
throw, (near opponent) -*or«- + HP or HK 

SAFE FALL / BREAK AWAY 
Fall safely after being thrown or break away an opponent’s grab. (When falling to the groui 
being grabbed) press any directional button except +HP or HK 

ROLLING GET UP 
When knocked up. input this command and evade opponent’s pursuit attack, +P 01 

ADVANCED GUARD 
Push back your opponent. (While blocking) 
PP (press simultaneously) 

CHAIN COMBO 
If you press attack buttons quickly in an order 
of Light > Light > Heavy, you can hit the 
opponent successively. 

TAUNT 
LK + Start (press simultaneously) 
•Taunt command can be changed in Option. 

©SCORE/WINS - Current score in 1 player game and number of wins in 2 player game. 

©VITALITY GAUGE OF FIGHTING CHARACTER - The colour bar decreases as a fighter 

takes damage. If the vitality reaches zero, the character is knocked out (K.O.’d). 

©VITALITY GAUGES OF PARTNER CHARACTER A AND B - The red part of the colour bar 

recovers little by little while a character is resting. 

©TIMER - Shows the time left. When the time reaches zero, the match is decided by the 

remaining vitality of both teams. 

©CHARACTER • Your character’s face is displayed. 

©HYPER COMBO GAUGE - The colour in the gauge builds up as you attack. 
When it is full, you can use hyper combos and other powerful moves. 

©ASSIST MARK - Is displayed when Assist moves are possible. 

©ASSIST IMPOSSIBLE MARK - Is displayed when Assist moves are impossible. 

® BONUS MESSAGE - Appears when you perform a super move, such as an Aerial rave. 



RULES CAME MODES 

MATCH 
A match lasts until either team completely runs out of their vitality of the 3 characters. You 
switch characters during a match. The red part of the vitality gauge of restinq characters w 
recover little by little. 

CONDITION FOR 
WINNING AND LOSING 
If a character s vitality runs out, the character will be knocked out. If time runs out, the matt 
will be decided and the team who has more total vitality will 
be the winner. When there is no time limit, the match will 
last until either team’s vitality runs out completely. 

DRAW GAME 
A draw is declaired when both teams run out of vitality at 
the same time (double KO), or both teams have the same 
amount of total vitality left when the time runs out. 

Press the Start Button in the title screen and Game Mode 

Menu will be displayed. Choose a Game Mode with the 

directional buttons and A button. 

ARCADE MODE (1 or 2 player game) 

Fight against CPU opponents. Choose 2 from 15 characters. If you defeat all opponents, 
you will win the game and you will see an ending movie. You can continue after losing. 

VS MODE (2 player game) 

2 player competition mode. Select characters before every match. 
You can also change handicaps and stage. 

•You must connect 2 controllers to the Dreamcast™ to choose this mode. 

TRAINING MODE (1 player game) 

Practice moves against CPU characters. 
Choose your characters and opponents characters. Press Start Button to open a menu. 

OPTION MODE 

Adjust various settings (see page 14). 
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SCORE RANKING 

View high score ranking for the Arcade Mode and Score Attack. 

SCORE ATTACK (1 player game) 

Fight against CPU characters.This mode is not affected by the 
settings in Option. 

SECRET FACTOR 

Check your play status and characters you have unlocked 
(see page 15). 
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STARTING GAME 

After choosing a game mode, the character select screen will appear. 
Choose a character with directional buttons and any attack button. 

NEXT, CHOOSE THE CHARACTER S ASSIST TYPE. 

CHOOSE 3 CHARACTERS FOR YOUR TEAM. 

LASTLY, CHOOSE A PLAY SPEED. 

ASSIST TYPE SELECT Choose Assist Type for each character from a. p and y type. 
Depending on the character’s Assist Type, the character s Variable Assist and Variable 
Combination change. 

MEMORY CARD 

Save - save your option setting and score ranking data in a Memory card (VM). 

Load - load your play record from a a Memory card (VM). 

• To save your play record, an optional Memory card (VM) is required. 

• This game uses 5 blocks in a Memory card (VM). 

• Do not turn off your Dreamcast™ or pull out the Memory card (VM) controller 

or peripherals while saving. 
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OPTION MODE 

DIFFICULTY Adjust difficulty level for the Arcade me 

TIME Adjust match time. 

DAMAGE Adjust damage level of attack. 

SPEED Adjust the game speed. 

SOUND Choose STEREO or MONAURAL. 

DEFAULT SETTING Reset all option settings to def; 
status. 

EXIT Return to Main Menu screen. 

BUTTON CONFIG. 

Adjust button assignments. 

BUTTON CONFIG. Assign each button a punch, kick or a special move. 

VIBRATE When ON and your controller has a Vibration Pack and Vibration Pack vibrat 
is activated. 
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SCREEN ADJUST 

SCREEN SIZE - Adjust screen display range. 

DEFAULT SETTINGS - Reset screen size to default. 

SI CRET FACTOR MODES 

Unlock new characters and other secret features by collecting points. 

CONTROLS 

Directional Buttons Up/Down - Move cursor 

A Button - Confirm a selection 

B Button - Return to main menu 

LEVEL Your current level. 

EXP. By gaining points, youe EXP. Bar will be filled up gradually. 

When it is full, you gain a level. 

PLAY TIME Your total play time. 

POINTS - D-pts. You gain points by playing each game mode. You can buy new characters 
and other features at the "Shop". 

SHOP • Buy new characters and other features with the points you have acquired. 

Directional Buttons Left/Right - Choose an item to buy 

Directional Buttons Up/Down - Switch between Exit and an item to buy 

A Button - Confirm a selection 

B Button - Return to Secret factor Menu 

YOUR CHARACTERS * You can check the characters you have acquired. 

Directional Buttons Left/Right - Choose a character 

Directional Buttons Up/Down - Switch between Exit and character 

B Button - Return to Secret factor Menu 

TRADE - You can find an explanation on how to trade characters by connecting 2 VMs with 
"VS-COM" data (see page 16). 

Directional Buttons Up/Down - Select a message 

B Button - Return to Secret factor Menu 



VS.COM 

You can play with the characters you have acquired by inserting a VM with “VS.COM" 
data into your Dreamcast™. 
Choose “SAVE” to create a “VS.conrffile in a VM 

• A VM with 64 or more open blocks is required to make a "VS.com” file. 

• Do not turn off your Dreamcast™ or pull out a VM or other peripherals while 
creating a file. 

• Do not disconnect VMs while trading characters 

VS.COM 

Press the A and B Buttons in the title screen 

to go to mode select screen. 

MODE SELECT 

LEVEL & EXP. - Your current Level and Experience Points. 

YOUR POINTS - Points you have gained. 

SHOP - Buy new characters and features with your points. 

YOUR CHARACTERS - Check out the characters you have aquired. 

TRADE - Trade characters by connecting 2 VMs (see page 20). 

PLAY TIME - Your total play time. 

SOUND - Turn on/off sound. 
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CHARACTERS - SAMPLE 

IARACTER 

Character Name 

Special Moves 

HART - 
Hyper Combos 

Character Name 

CABLE 

Special Moves 

V.por Beam 4*4.P (also usable w the air) 

Scimitar 44*.P 

Scimitar 't'K 4* »K (atso usable in the ae) 

Hyper Combos 

Hyper Rip 4*4 *PP (also usable in the aw) 

Time Flip 4*4.KK 

Assist Type 

P - Punch Button 

K - Kick Button 

L-Light 

H - Heavy 

Charge - Press a Directional 
button for a while and then 
press the next Directional 
button. 

LV3 - The move uses level 3 
Hyper Combo Gauge. 

•The controls are for a 
character facing right. Reverse 
the right-left controls when 
facing left. 

u 

Assist Type 

P 
r 

Shooting 

Anti-Ax 
Anomalous Attack 



Character Name 

CABLE 

Special Moves 

Viper Beam i * ■* * P (also usable in (he an > 
Scimitar *»4<a.p 
Scimitar i also usable m the air) 

Hyper Combos 

Hyper Rip *St->*PP (also usable m the air) 
Time Flip +SI4+KK 

Assist Type 

u Shooting 

P Anti* Air 

T Anomalous Attack 

Character Name Character Name 

MARROW CYCLOPS 

Special Moves Special Moves 

Bonemerang * Si . P (also usable m the air) 
TowenngSp-ne -*±*.p 
R«coel Slash 
Ride & Slash -ksiitf 4-.P(ateoi*ate rihcar) 

Optic Blast 4-st4‘P (alsousable ml 
Rising Uppercut44rsi.P 
Cyclone Kick 4>fc«->K 
Optic Sweep -kSt+.P 

Hyper Combos Hyper Combos 

Bone Burst K4--PP ia*ousablemlheam 

Assist Type _Assist Type 

n Shootmg 

1' Anti-Am 

1 Anomalous Attad 

ct Shootmg 

P Anti-Air 

r Moving 
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Character Name Character Name Character Name 

Special Moves Special Moves 

RUBYHEART 

Special Moves 

<t*+*P (also usable in the w) 

-»si4»if**P 
HI A +if«**k 

Beacon Bomb +y-».P 
Sental Launcher •»+SI *P 
Bonne Stnke »K (also usable in ttw air) 

Schwarzaile 4>si->.p ialso usable m the airi 
Fanicme ±K4—K 
Summation *Sl-».K 

Hyper Combos Hyper Combos Hyper Combos 

*si4. PP (also usable in the an) 
«-*KK 

King Servtoot 4-. PP 
Lunch Rush 4»Sl->*PP 

Mil Fantome +K4-.KK 
Partrale *SI-> .KK 
Tule Do Ma/i HK LP * LK HP 

Assist Type Assist Type Assist Type 

it Healing 
|'i Rushing Attack 

Shooting 

a Assisting Throw 

P Anb-Arr 

r Shootmg 
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Character Name 

Special Moves 

Character Name 

Special Moves I 

Star 

Hyper Combos 

Psy Blast ♦ J»-»*P (also usaWe mtheair)| 
Psy Blade Spin 4>y-»-K (also usable in the a>r> 1 
Ninjutsu ->5l4'K4**any button 

(also usable in the air) 

Character Name 

Special Moves 

RsrgRapaangFtach 

PowerDfcePunch 
Power Dram 4-.K (also 

Hyper Combos Hyper Combos 
FrK JLfifce 

H^xrSbis&SHu, 4>Si-*.PP 

H^er Oay? Shf * V •* • KK 

Butterfly Htdet +* «-.KK (also usable mtoear) 
Psy Maelstrom 4»*-*.KK 

Psy-Thwst 4-Si4»PP (also usable in the a*) 

Soodrvghl Sugar 4»^-» PP 

a Shooting 

p Ant»Air 

y Rushing Attack 

a Anti-Air 

P Rushing Attacfcr 

y Assisting Throw 

Character Name 

SONSON 

Special Moves 

P tj»ws Rtpdyabo usable r tie at) 
+ Plateo usable m the or) 
-» + a* Ptatso usable n Heart 

Hyper Combos 

4- ♦ PP (also usable m tw m) 
4«4.KK 
4-*«-.PP 

Character Name 

AMINGO 

Special Moves 

Shoutotthe Wmdr <ty+*P (also usable in Ihe air) 

JoydGaan *.P 

Chid of the Ground 4rtf4**K 

Hyper Combos 

Rules ol the Plants +K4-.PP 

Boon ol the Sun 4r*-»*PP 

Character Name 

HAYATO 

Special Moves 

Sh<den 

Guren ■♦iii.P (aho usable m the nr) 

Plasma Combo <-♦ LP LPLPLP 

Hyper Combos 

*a-»*pp 
+ »-»«KK 

Plasma Field +tf «-.KK(aiso usable m the air) 

Assist Type 

Heakng 

Shoobng 

Anb-AIr 

Assist Type Assist Type 

a Healing 

p Ability Enhancement 

y Balance 

u Moving Attack 

P Anti-Air 

y Balance 



Character Name Character Name 

DOCTOR DOOM WOLVERINE 

Special Moves Special Moves 

Plasma Beam +*-b»P (also usable in the air) IBerserker Barrage + *->.P 
PtwtonShot «-.P<nso usable «thearWTomado Claw (Jsousabtenttow) 
Molecular SNek) -»*4r*«-.r ■OnlClaw tK-*HP {also usable n fie ar) 

Hyper Combos Hyper Combos 

Etoctnc Cage 4-a-».PP 
Photon Array -» **K«»*PPiatso usable w\ the a*) 

Sphere Flame 4r*-».KK 

Berserker Barrage X 4r*4.PP 
Weapon X *il*.PP 

Assist Type Assist Type 
a Anomalous Attack 
p Anb-Air 
T Shoobng 

rt Ground Attack 
p Knock Up Attack 
7 Anomalous Attack 
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Character Name 

ICEMAN 

Special Moves 

Hyper Combos 

AncAoac* **->.PP(aiso 

Assist Type 

Character Name 

| Special Moves] 

Character Name 

Special Moves 

Character Name 

Special Moves 

Sonic Boom «-charge+*P 
Somersault Kick ^charge^K 
Air Somersault Kick +**K „n me air) 

iveso usable m the air) 
* ir «- .KmIso usable in the air) 
+* «- • K(alao usable in the aw) 

AmenoMurakumo 

E xsttet *4'**PorK(mthea'»i 
Gram + *4 -P (also usable m the a*> 

orK 
Formabon A 4’S(*»«K 

±**.PP 

**«-.PP 
±*«-KK 

Ragnalok ->4»S|.PP 
legion 
Uroboios +*->»PP 

I Some Hurricane »PP 
Somraut Strike 4-*«-KK 

Rusfrng Attack 
Shooting 
Movmg Attack 

u Anti-Air 
p Shooting 
7 Balance 



Character Name Character Name 

SPIDER-MAN HULK 

Special Moves Special Moves 

Web Ban *514 * P (also usable m the air) 
Spider Sting 4*5l>P 
Web Throw 4»*K4>*P 
Web Swing 4-tf 4*-K (also usable m the air) 

Gamma Slam *5l4»P 
Gamma Tornado 4*>».P (abo usable* the ar) 
Gamma Charge «-charge4»K 
Gamma Charge(Ant) Aim *charge4»K 

Hyper Combos Hyper Combos 

Maximum Spider +*4 .PP(atso usatxe * the a*) 
Ultimate Web Throw *K«-*PP 

Crawler Assault **4.KK 

Gamma Wave *5i4*PP 
Gamma Crush 4-+PP 
Gamma Quake *5l4.KK 

Assist Type Assist Type 
a Assisting Attack 
P Moving Attack 
Y AntiAli 

u Ground Attack 
(t Rushing Attack 

Anti-Air 

24 

VENOM 

Venom Fang 4-si-**P iaiso 
Wet) Throw 4*4-K«-*K 
Venom Rush 

Venom Web **4*PP 
Death Bee 

Character Name Character Name Character Name 

RYU ZANGIEF ANAKARIS 

Special Moves Special Moves Special Moves 

** 4 • I* • also usable m the air) 
44-u.p 

*«r «--k (also usable in the air) 

H»«r Combos 

Assist Type 

Anb-Air 
Snootmg 
Moving Attack 

Double Lana! PP (also usable in the a*) 
BarwhngFtal 44«».P 

Aenal Russian Stan 4*J|.LK 

Screw P*e Driver 360Tum«P(abo usable in the a«) 

Hyper Combos 

*■ . PP (also usable m the air) 
ilukyaku W4**KK 

4±*,PP (LV3) 

Final Atomic Buster 360 Turn* PP 
Iron Body 4-4r|C«K 
Ultra Final Atomic Buster 360 Turn*KK(lV3| 

CoWin Drop . P (also usaMe n the ar) 
Cobra Blow «»4*P (also usable m the air) 
Mummy Drop 4-*4 - P (also usaWe m the ar) 
Pharaoh Judgement 4m4*K (in the air) 

Hyper Combos 

Pharaoh Magic HKLP^LK HP'also isabe r me *f| 
PharaohOobfll Btow 4*4*PP(aisc usaWc - the am 
Pharaoh Illusion LP HP4LK LP 

Assist Type Assist Type 



TECHNICAL SUPPORT (NTS AND TIPS 

Thank you for purchasing MARVEL™ Vs CAPCOM® 2. If you are experiencing difficulties with this tit 
please take advantage of the following product support. Please note that all our operators only speal 
and that we are unable to give gameplay hints through our Technical Support number. Our Technical 
lines are open between the hours of 10am and 5pm. 

» you need hints and tips for this game 

cl other great Capcom titles on Dreamcast? 

Technical Support 0171 551 4266 

Fax 0171 551 4267 

WbridWide Web http://www.vie.co.uk 

Address Customer Services Department 

Virgin Interactive Entertainment Europe Ltd. 

74a Charlotte Street 

London 

W1P 1LR 

nsident Evil 2 

iiga Wing 

Insma Sword 

larvel Vs Capcom 2 

!»<>. then call the official Capcom hint-line on 

9067 535033 
In the unlikely event of a software fault please return the complete package, with your receipt, to the 
place of purchase and request a replacement. 

If you do need to telephone us. please provide us with as much information as possible concerning 
system. 

.ir*' barged at 75p a minute and the max call length is 4 minutes. 

i Mm f>ermission from the person who pays the telephone bill before you dial this number, 

available to residents of the UK only. 

When contacting us by post, ensure you include the Title & Version of the game, a detailed description 
problem you are experiencing and the exact type of hardware that you are using. 

When sending us a fax. please remember to leave your fax machine switched on and ready to receive* 
are using a Telephone/Fax system please make sure that the Fax connection Is enabled Ensure to me! 
your name, a return Fax number with the area code and a Voice number so we can contact you if we I 
experience problems when trying to Fax you back I 
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“L'flrmure do la Corrosion”... Ce n’ntait qu’une legende... jusqu’a ce 
qu'elle se reveille. Malnlenant, la fin est proehe.Lefldau remonte 
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avoir pjdalaa-»l consul li ndico d'gEnplorl do wnbtt I4«rris«ir. A mini qp'll r»»it 
■!,- iype LCD, tela cnurrsil indmni’npr dMInJIlrcmenl vfllrs bsran. 
nmtntM deitotae on Dmmc«p 
■ Ce dSEQUH compact <sl oongu pear elf? utillsi (mttostwmBtf avic li 
console Dwamcasl™ 
• He Mtatapn, k I’doram pu d n( I’inmHigH dans autun ilqiudE. 
■ Ne le bitHt p» i la lumitac dirncle dir sflaii. ou pro d'un udlaiHui h do louii 
Mire source de chalet. 
■ f! DuhliOi pas delate dai p««durflnl IB longues parties. 
• Garter to CD prapre. Tens* loujoun ce drains pr iBirindies, 
at ri nner it flans son Hui do ptcrtBcUBn! rirsc.ju unus ttt onus en pit. 
Neilnmto disguenwcn Itssa nnn-pelaiPnLproprn el sen on rHSuyanien llptet drall 
potent du entire vers toe terdsedfirleart, tMillsniJamnli de»luanltciu de prodalls 

Message spferial de CAPDQM ENTERTAINMENT 

Nous vous renwroons tfavoir ctwisi Marvel'"* Vs Capcom® 2 pour 

DnearocaetCM. 
Ndu& fiDmmes liars A CAPCOM ENTERTAINMENT de voua apperter rat 
exaltant e^mani A vote Mllacfton da jfHi* vlddo. 

CAPCOM ENTERTAINMENT, INC. 

475 Oaknwad Railway, Sunnyvale,CA 94006 

© CAPCOM CO- LTD. 2000 Tous droils rdfien&L - 

CAPCOM et to LOCO CAPCOM earn das marques ddposeea cte CAPCOM 
CO., LTO 
Marvel™ Vs CafKom© 2 ast une marque ddposae CAPCOM CO., LTD. 
Sega, Draamcasi, et les logos Dreemeast™ sont del marquM deposes de 
Saga Enterprises. Ud/l^teotw de cfaaaificaiien ael une marque deposes de 
Interactive Digital Software Association. 
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AUTRES COMMANOES DREAMCAST™ COMMANDES 

BOUTONS DU PARTENAtRE 

BOUTONS D'ATTAQl 

Leg ifommandes ■■jecrrtes 

Croix multidirecti on nelfe 
Selectionner un 

mode de ;eu, un 
menu, une option 

Start Bouton 
Bouton Z Bouton Partenaiie A 
Bouton C Bouton Partenaire B 

Bouton Z 

Bouton Partenaire A 

Joystick Deplacer- 
un personnage 

Seiectionner un 

Bouton A Confirmer one selection 
Bouton B Annular une selection 

Utilisez les touches Haul et Bas de la croix muitidirectionnelle 
pour altemer entre Taffiohage 50hz et 60hz. Si vous nF£tes pas 
certain que votre t4ldviseur supporte la frequence de 60hz, 
selection nez I'option 'Test'. Si I'image de Marvel™ Vs Capoom® 
2 s'afflche cela signifie que votre teldviseur est ad£quat et peut 
afficher en 60hz. Vous devez done sefectionner cette option, 
Dans le cas contraire, s^lectionnez I'option 50hz. 

I_Lrf l 

■ ' / n LDi 



COUPS SPECIAUX 

JAUGE D'HYPER COMBO 
Votre jauge d’Hyper Combo se rempiit au fur et a mesure que vous attaquez votre adversair 
Lorsqu’elle esi pJeine, vous avez la possibility d’executer des coups spdciaux tels que des 
Hyper Combos. Votre jauge d’Hyper Combo comporte 5 niveaux, 

HYPER COMBO 
<une commande>+CpgCpg ou CpdCpd (appuyez simultanement sur las boutons) 
Un Hyper Combo utilise le niveau 1 de votre jauge. 

DELAYED HYPER COMBO 
Vous pouvez exbeuter 3 Hyper Combos a la suite. Pendant I Hyper Combo de votre premie 
personnage, entrez les commandes de I’Hyper Combo de votre deuxidme combattant, Pen^ 
rHyper Combo de ce dernier, entrez les commandes de I1 Hyper Combo de votre troisieme 
personnage.Un Hyper Combo £ retardement utilise le niveau 2 ou 3 de votre jauge d Hyper 
Combo. 

- .Igjg^^gjgl VARIABLE COMBINATION 

Padenaires A et B en me me tern 

■*£--^ A ^ ‘ ^pourexecuter simultanement un; 
Hyper Combo. La Combinaison 

Variable utilise le niveau 3 de votre jauge d'Hyper Combo. 

CHANGE ME NT DE PER SON N AGES « SNAP BACK » 

Obligez votre adversaire a changer de eombattants. 
F?lL; ((]&$■ “Snap Back81 utilise le premier niveau de votre jauge d'Hyper Combo. 

£ ' '* ■ B0Uton Partenaim A - Expulsez du ring Ie deuxidme combatt^ 
votre adversaire. 

4*^++ Bouton Partenaire B - Expulsez du ring le troisieme combattant de 
votre adversaire. 

COUPS SPECIAUX 

ASSISTANCE VARIABLE 

Vos parte nairas apparaissent de temps en temps pour effectuer des 
contre-attaques et changer de personnages. 
Lassistance variable utilise le premier niveau de votre jauge 
d'Hyper Combo.. 

Bouton Partenaire A (tout en bloquant) - Votre deuxieme 
personnage surgit. 
Bouton Partenaire B (tout en bloquant} - Votre troisjdme 
personnage surgit. 

attaque variable 

Bchangez de personnages. La partie rouge de la jauge de santd de 
vos eombattants se regenere petit a petit lorsqu’ils sont au repos. 

CpgL+CpdL (simultanement) - Selection nez votre deuxieme 
personnage. 

Cpgp+QpdP (simultanement - Sblectionnez votre troisieme 
personnage. 

COMBO AERIEN 

Chaque personnage possdde son propre coup-prelimi naira 
prec^dant un Combo Aerien. 

V°^e aclversaife avec 06 °°UP Puls ©xecutez un combo 

^+CpgR ou Cpdp pUjS ^ (super saut) et executes un combo 
aenen„ 

cez-vous plus vite qu’en marchant 
(ou 4-^) ou CpgCpg (simultanement) 



COUPS SPECIAUX 

SUPER SAUT 
Sautez bien plus haut qu’en effectual un saut normalv 

BLOCAGE / BLOCAGE ADRIEN 
Bloquez I’attaque d un annemi au sol ou en I'air en appuyant sur votre croix multtdirectionne 
dans la direction opposes a votre adversaire. 

PROJETER / EMPOIGNER 
Projetez un adversaire au sol situ4 £ proximite de votre personnage. Certains personnages; 
empoignent leur adversaire au lieu de les projeter "^ur4* + CpgP ou CpdP. 

CHUTE CONTTR6l£E / DEGAGEMENT 
Tombez sans vous blesser aprds avoir ete projety ou liberez-vous des mains de I’ennemi qu 
vous empoigne. (Tout en tombant ou pendant I’empoignade) appuyez sur un bouton de la c 
multidirectionnelle £ I'excaption de ^ +CpgP ou CpdP, 

SE RELEVER 
Lorsque vous £tes au tapis, utilisez cette commands afin d’esquiver les attaques intempes 
de votre adversaire Cpg ou Cpd. 

GARDE AVANC^E . | 
Repoussez votre adversaire. r 

(Tout en bloquant) CpgCpg (simuftan^ment) 

COMBOS enchaIn^s J 

Frappez votre adversaire plusieurs fois de suite en IR: ^2 'V 
appuyant sur les boutons d attaque rapidement dans I’ord re : T 4 ■/ 1 
Leger > Leger > Puissant. ' I 

PROVOOUER 
CpdL + Start (simultanement) " _ & 
•Vous avez la possibility de modifier cette commande ^ 
dans le menu des options. % , j 

ECRAN DE COMBAT 

® SCORE/VICTOIRE - - Score actual en mode 1 Joueur et nombre de victoires des combattants en 
mode 2 Joueurs, 

® jAUGE DE SANTE DU COMBATTANT » La barre de couleur diminus au fur et a mesure quo le 
combattant enoaisse des coups. Lorsque la jauge attaint zero, le personnage est KO. 

® GAUGES DE SANTt DES PAKTENA1RES A ET B - La partie rouge de la barre coloree so 
mgenyre petit a petit lorsque le personnage est au repos, 

® CHnONOMETRE - Temps restant, Lorsque le cbronometre affiche zdro, 9e match se termine et 
I equips possedant la jauge de sant£ la plus sieves est declares vailiqueur 

® PERSONNAGE - Portrait de votre combattant. 

® D'HYPER COMBO - Cette barre colons augments au fur et & mesure de vos attaques. 
Lorsqu’eile est plelne, vous pouvez executor des hyper combes et d'autres coups destructeurs. 

C Marque D’ASSISTANCE - S'affiche des que vous avez la possibility d’obtenir de I'assistance, 

MARQUE DE NON-ASSISTANCE - S'affiche des que vous ne pouvez plus obtenlr d1 assistance. 

MESSAGE BONUS - S'affiche dds que vous executer un super coup, tel cue le Combo Adrien, 



REGLES 

MATCH 
Un match se termine lorsque la jauge de ©ante des 3 combattants d’une Equips est 
complete merit vide. Notez que la partie rouge de !eur jauge de santi se regenire petit a 
pendant les phases de repos. 

VICTOIRE ET DEFAITE 
Lorsque la jauge de santi d’un personnage est vide, ce dernier est KO. Lorsque chronor 
affiche 0 Tequipe poss£dant la jauge de sante la plus elevee est declare© vainqueur. Loi 
la duree limitee du match est desactiv4e, le match prend fin lorsque tous les membres d' 
equipe sent KO. 

Si les deux £quipes sont KO en mime temps {double KO) 
ou que leurs jauges de sante sont de meme longueur a la 
fin du match, le match est declare nul. 

MODES DEJEU 

A partir de recran-titre, appuyez sur le bouton Start pour 

affidler le menu de modes de jeu. Selectionnez un mode de 

jeu a I aide de la croix multidirectionnelle et eonfirmez votre 

choix avec le bouton A, 

ARCADE MODE (Arcade) (1 - 2 joueur) 

Affrontez des adversaires contrdtes par Tordinateur. Selection nez 2 des 15 personnages 
disponibles. Si vous parvenez a vaincre tous vos adversaires, vous remportez la partie. Vous 
aurez alofs Toccasion de visfonner ia scene cinematique de fin. 

Si vous perdez, tentez votre chance a nouveau ! 

VS MODE (Versus) (2 joueurs) 

Competition entre 2 joueurs. Avant le debut de chaque match selectionnez vos personnages, 
puis ajustez votre handicapes et choisissez une arena de combat. 

Si vous selectionnez ce mode de jeu. inserez 2 manettes dans votre console Dreamcast™. 

TRAINING MODE (Entratnement) (1 joueur) 

perfection nez vos coups eontre des adversaires informattques. Selectionnez vos person nages 
si que vos adversaires, Appuyez sur le bouton Start pour afficher un menu, 

options 

^9lez les different® parametres (voir page 42). 



MODES DE JEU COMMENCER UNE PARTIE 

SCORE ATTACK (1 joueur) 

Affrontez des adversaires infermatiques. Notez que vous ne 
pouvez modifier aucune option pour ce mode. 

SECRET FACTOR (Facteur Secret) 

Consultez votre statut et las personnages que vous avez acquis 
{voir page 43). 

SCORE RANKING (Classement) 

Consultez le dassement des meilleurs scones des modes Arcade 
et Score Attack. 

Lorsque vous avez choisi un mode jeuT l^cnan de selection de 
person nage apparait, Sdlectionnez un combattant a I'aide de la croix 
multidirectionnelle ou d’un bouton d'attaque. 

CHOISISSEZ ENSUITE LE TYPE ^ASSISTANCE DE VOTRE 

COMBATTANT. 

COMPOSEZ UNE EQUIPS DE 3 COMBATTANTS. 

PUIS Stj LECTIONNEZ UNE VITESSE DE JEU. 

SELECTION DU TYPE D’ASSISTANCE Seiectionnez un Type d'Assistance pour chaque 
personnage parmi les types A, B et Y. En fonction du Type ds Assistance de votre combattant; les 
techniques « Assistance Variable » et « Combinaison Variable » changent. 

CARTE MEMO I RE (VISUAL MEMORY - VM) 

Save (Sauvegarder) - Sauvegardez les difterents reglages des options ainst que vos meilleurs 
classements sur votre VM. 

Load (Charger) - Chargez vos enregistrements a parttr de votre VM. 

Pour effectuer une sauvegarde, procurez-vous un Visual Memory (vendu s£par3menl). 
Chaque sauvegarde de ce jeu occupe 5 blocs de memoirs. 
En cours de sauvegarde, n'eteignez jamais votre console Dreamcast™ et veillez a ne retirer 
aucune carte memoire, manette ou tout autre pehpherique compatible. 
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OPTIONS 

Aocumulez des points pour acceder a de nouveaux personnages et 
decouvrez de nouvelles caracteristiques secretes. 

COMMAMDES 

Croix multidirecticm nolle Haut/Bas - Ddplacez le curseur 
Bouton A - Confirmez une selection 
Bouton B - Affichez do nouveau menu principal 

LEVEL (Niveau) Votre niveau actuel. 

EXP. (Experience) En gagnant des points, votro barre dhexperience so rempfit 

Lorsqu'elle est plains, vous au niveau supSrieur. 

PLAY TIME (Temps do jeu)' Votre duree totals de jeu, 

POINTS - D-pts, (Points) - Vous gagnez des points en jouant a tous les modes de jeu. Cos points 
vous permettent d’acheter de nouveaux personnages et caracteristiques au magasin “Shop". 

SHOP (MAGASIN) - Achetoz de nouveaux personnagos et de nouvelles caracteristiques grace aux 
points quo vous avoz obtenus. 

CroiK multidirectfonnolle Gaudio/Droite - Selection nez un ebjet 

Croix multidirectionnelle Haut/Bas - Altemez entre Exit (Quitter) et un objet 

Bouton A - Confirmez votre choix 

Bouton B - Affichez de nouveau le menu Facteur Secret 

CHARACTERS (PERSONNAGES) - Consultez la fiste des personnages quo vous avez acquis, 

Croix multidireotionnelle Gauche/Droite - Seiedionnez un personnage 

Croix multidirectionnelle Haut/Bas - Altomez entre Exit (Quitter) et un personnage 

Bouton B - Affichez de nouveau le menu Facteur Secret 

TRADE (ECHANGE) - Ce menu vous explique comment echanger des personnages en conneclant 
vms contenant un fichier “VS-COWT (voir page 44). 

Croix multidirectionnelle Haut/Bas - Select ionnez un message 

Bouion B - Affichez de nouveau le menu Facteur Secret 

lain 

it* 

DIFFICULTY (Niveau de Difficulty) Fteglez le niveau de 
difficulty du mode Arcade. 
TIME (Temps) Cholsissez ia duree d un match. 
DAMAGE (Dommages) Fteglez le niveau de dommages 

attaques. 
SPEED (Vitesse) Reglez la Vitesse du jeu.. 
SOUND (Son) Choisissez entre une sortie audio STE 

(Stereo) ou MONAURAL (Mono). 
DEFAULT SETTING (Defaut) Retablissez les parame 

defaut. 
EXIT (Quitter) Revenez au menu principal. 

ICONFIG UR ATI ON DES BOUTONS 

Personnalisez resignation des boutons, 

BUTTON CONFIG, (Configuration des Boutons) Assignez a un bouton un coup de 
un coup de pied ou un coup special. 

VIBRATE (Vibrations) Si vous possedez un Vibration Pack, vous avez la possibilitel 
I'actlver (ON) ou non (OFF). 

S| REGLAGES DE L’ECRAN 

SCREEN SIZE (Taille de lecran) - Reglez laffich 
jeu sur votre ecran de television,. 

DEFAULT SETTINGS (D4faut) - Retablissez Top 
defaut de la taille de Itecran. 

FACTEUR SECRET 

42 



CHARACTERS - SAMPLE 

SELECTION D'UN MODE 

CABLE 

■ s*ihte e”. "sir) 
Ciiy 

Eisdiiqie '4,Sc4-4 Cpd [passible erv Lair) 

Hype S men! C ptf Cpy (posable an. Lain 
i. ,■ i 4'Si4+Cpd Cpd 

Anfiatneri 
Atlacpie sncr;na"s 

Jouez avec les combattants que vous avez acquis en insurant un VM nontenant des 
donnees cVS-CQM,, dans votre console Dreamcast™. 

Selectionnez "SAVE” (Sauvegarder) pour creer un fichier ‘VS.com1’ sur votre VM. 

* Pour order un fichier1 VS.com", votre VM doit disposer dsau moins 64 blocs libres de 

mbmoire. 

* N’dteignez pas votre console Dreamcast™ et ne retirez aucun VM ni aucun autre 
pdiipberique en cours de sauvegarde. 

* Ne deconnectez pas les VMs lorsque vous echanger des personnages. 

Cpg - Bouton Coup de poing 

Cpd - Bouton Coup de Pied 

L - Ldger 

P - Puissant 

Charge* - Appuyez sur un 
bouton de la croix 
multidi recti onnelle pendant un 
moment puis appuyez sur ie 
bouton suivant de la croix 
multidirectionnelle. 

NV3 - Votre jauge d1 Hyper 
Combo doit atteindre le niveau 
3 pour effectuer ce coup. 

PERSONS AGE 

Appuyez sur Ees boutons A et B a partir de Tecran-titre pour afficher 

I’ecran de selection de modes. 

Norn dii Personnage 

Coups Speciemx 
* Les commandes sent 
destinees a un person nag e 
orient^ vers la droite. Inversez- 
les si votre personnage est 
dirige vers la gauche. 

Hyper Combos 

Types d1 Assistance 



CYCLOPS MARROW CABLE HUBYHEART 

:f-^ferad£a 44,*. 
RCiOurn^ 

Bpoacri CpbQua 4>x*+ Cpg {possitte ‘ 

Uppercut 4*SI+Cpg 

Ca(sclap(kfQU(M( >Pi£. *-+■ Cpd 

Eonemerang 4^4+ Cpg {poes&le m I'air) 

Epine Macabre -4^^ + Cpg 
Rtcochoi ^ii 4-4 Cpd 

Balalre 4 y * (f *■ Cpg (posstrla sn Hair) 

Fl«iu rt. Serpent 4him4 1 Cpg (possible eh raifj 
Cifflfileira 4 4^4 Cpg 

Cfeurp Eoctriqpn 4*li4-4- K 

Ride 5 Stes':*. 4 y * 4-*-Cpd (pcttfcfe en fair)) 

Ban-he Ramboysnle 4* 1* 44 Cpg 

Ssnlm Lauhdf 4 * »+ Cpg 

Ennne Strike 4* y 4+ Cad (possible en I'air) 

Ar (also dsribte a the D;J 
"l‘Doa ***> ijpd Cpd 

IV^&qskifiiMQptiqwt +,H4+Cpg CPS 
(possible en I'slr) 

jOsPtjTiiUE ^^-itCpd Cpil 

j Jet cfOs 4> ^ 4-+Cpg Cpg (possible an rair) 

Os Potnlys 4 St4 4 Cpg Cpg 
Hype • Ssrpanl 4 If *-+ Qpg C£g (passage en Pair} 

Tour Tampcrel 4* 1144 Cpd Cpd 
Super Fantbmo * t- 4 Cpd Cpd 

IPajSl^rePata/Ef 4*^.4 - Cpd Cpd 

Tula Do ttazl CpdP CrjI * CpdL Cj>gP 

Tsr 

Anllalrinn 
fl.ltaqua. jftnorrr4J- 

Hr 

AnSfi-SneEi 
En MoLMoment 

C lea trillion 

Vague d'AhaguDS 
Antiaririen 

AJtaque tfAsaratam* 
Anfeerien 

Alibi.j.u anatmaSa 

lam du Personnage loin du Personnage lom du Personnage 

Hyper Combos 

Types (TAssistai JVpflS rf'Assislanrp 

living Servbol 4i**-^CigC£g 
^Ji^+Cpg Cpg 



ROGUE CAPTAIN AMERICA PSYLOCKE SONSON HAYATQ 

Oxp tig fonq RbpjVj. 4^+ivpq (p: 
Cixpdspci-g R^p^Qtkjs^I 
OapdepangEfieiggtic^ 
Chulood'E&u qpct{p 

j Pi^Explosion + Si ^+Cpg {passile on I1 sir) 
■ Piy-Eftel de Lama ^Si^-rCpd [pastille an I'air) 
i Nlnjufau ■> ii4 i£ ^un boutan 
I (posslbta an I'alr) 

Jir Cp5 [raaderart. possisla en rai) 

'-■. + Y"*+Cra (pbsslbfg en i'alr) 
‘'-nqrjj; -> (p0S^|Q Dn |ra*r> 

HLwjYaftl ^Si-t-rCp-g [pcs-s-pic on I’a-r) 
Jcse do la Nsiirs 4 a *-- Cpy 
Eniant du Soieil •bx 4- * Gpct 

.Si-vden ^-friCpg 
Goic-ii -J^UrC.-j-'IpcsablQ t?n a-1 

; Combo Plasmalique *-+ CpgL CpgL CpgL CpgL 

I Cai-etta dt P^pifcn ±*£. ^CpcCpd (pcssiifc en fai.j 
Psy-Tompfilo virilB 4^->+ CpdCpd 
PsyJtounfe ^Si^+CpgC^fpce^enra^ 

ST 
SaBro^ai^pdC*xi 

^^cpijcps 

JjJJIl ;j[J.rp r 4'il-J+CpgCpg 
&feSCEfaB 4oi4+ Cpg Cpg 

j^s^Fbkdafcs 4-si->+CpdCpd 

Lai;, dn la. Nature 4< £ , CpgCpg 
Aidu ■:Soleit 4 u ->+ Cpd Cpd 

rtaaeteuzan 4 i*-* « Cp-g Cpg 
Engels 4^4+Cpd CpClK 
Champ Plasmaiique CpdCpd 

Anlialrierv 
Vague {TALlaqueii 

JhU 

Trf 
Amiadiien 
Vague tfAUaqtiss ANIa&ii&n 

Mom du Personnaj Mom du Persomiage Nom do Fersonnage 

Coups Speciau] Coups Speciaus Coups Speciaux 

Hyper Combos 

Type d'Assistance 

R
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WOLVERINE DOCTOR DOOM 
SAKURA ST RIDER HIRYJJ GUILE 

Livrour da Glacea ^ Cpg {possb1? * 

Avalanche Giacda -> i st+ Cpd jposs^e 

Poteg cte Glace <-+ Cpg 

RaycnFtenaScfjo Cpg (possbfeen rek) 

TTrh Pholoos <~fCpg (poasita eri la' ) 

Qoucfer Mrift^iare >>5p§'|£4-+ Cpd 

'- '^fr. 
(passfijie er> I’air) 

^t--Cp.. (possiblaan I'efr} 
^^■--pd (pci&sibSe en I'ai*} 

Am a m Muiakumo ^ v ■+ +C ;;g 
1 EraAar ■* +Cpg ou Cpd {en Fair) 

n r-.r' "ie ^^Cfq feosaSta 01 faj) on Qxj 
FormationA +sj-^ Cpd 

DennSjcn SUHtsmfcjUe +-;h argfir-*+ Cpg 

| C(iu■-■ de pied Routs 'Jkbarge^f Cpd 

Coup Jo pl&d Rente Aeden ^jfnCpd {en fair] 

Olim ElecLdquo 4-y-J-iCpg Cpg 

Refc.iv. tfe Phelans -fr^te^tCsaj Cpg fjpot^sfclQ ai to 

FfemiM SpWftQus ^-*4 Cpd Cpd 

Deluge Fnu Furfew X ^-friCpg Cpg 

Fte^au u Phoiocvs. 4'Si->+Cpg Cpg Ou'ti _• ,m Supersoniquc 4* li -* + Cpg Cpg 

Mar ■ -Rfflilee W *+ Cpd Cpd 

Alfaque Ar»rm*te 

AnMrian, 
Tlr 

Adacjue an eoi 

EphauSrsftianl 
Atlaqua Anormale 

Vaguo d'AltequGS 

Tlr 

Ln MouvemerU 

Nom du Fersu linage Horn dn Persn linage jjorn du Personnage Horn du Parsonnagg 

Coups Spfeciaux Coups Spciauii 

Hyper Combos Hyper Combos Hyper Combos 

Type d'Ass island Type d'Assistance Type ds Assistance 

RagnaiLik #+3t+ Cpg Cpg 
1 Legion *5#4+CpdCp(t 
klrctolos 4fSt-*rCpg Cpg 
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ZANGIEF SPIDER-MAN 

i Crochet k Vanin 4 * -*+Cpg (jSsasiblR 
delude Toils 45l*l£4-4Cpd 

Montfa da Ventn ■W-^+Cpg 

Claqqamanl Gamma '('SJ-fr-i-Cpg 

Tornado Gamma ■» 4^-tCpg ipasfcteenTaii 

Charge Gamma ^-charger 4 +Cpd 

Charge Gamma (Artfeetien) 4cha?ger1*+Cpd. 

t vraison de Cer«sil -W+CpyCpg (pCG^ie sn Tan 

Ccyp du Cobra 4-+qpg {passtbla an IM-■; 
Urgsge Mammalre 4n-^+Cpg (ptBsifci c-"!'air) 

! JugenierJthj Pharacn 4,til->+Cpd (an I'air) 

B"-jlo da Telle 4i»-*+Cpg {possible en Mr) 
T’iqfjrg cTAmKn-iBB -t^^lCpg 

Ida Toils ■*'*** «+C>pg 
OscflaUomteMe 4i£*+Cpd (possible enfair) 

Harjo^n 

- Ta'siur^ 

' 7Ut- 

I Tala du Venin 4lt^4CpgCps 

Momma Fetes <t J*4+Cpd Cpd 
1 *+*Cpy Cpc, (pcestteen rcr) 

mpukyaku ■i'yt. t--CpdCpd 

■*+S*4CpgC*jg (Nhti) 

Eoti!; 9 Atomlqua Rotation: a. 3^0r + Cpg Cpg 

Caps'da fer <-4lf+ Cpd 

Eceitja Atondqua Fatale 

Rotation 4 SStP + Cpd Cpd (NivS) 

Vague Gamma 4 n*+Cpfi Cpg 
Ecra&ement Gamma ^ti^-iCpgCfrg 
Ttfrf*jnit[*£jre Ganna j|*V4tC{ld Cpd 

Sy per- Araignde 4 st-* *Cpg Cpg frssiiH en Tar] 
I Jatfl do Tolls Fatal 4i£4-+ Cpe Cpg 

I Assartdu Vr-f deTp^ ^ U ■* + Cpd Cpd 

(possible ort Pair) 

Cau <1 iStoFtearip 4-**CixjCp9 (ptEsitfe en fefij 

III Liston Phataonique CpgL CogP’i CpdL C pgL 

Nom du Personnage Nom du Personnaga 

Hyper Combos 

JVpe il’Assistance Type d1 Assistance. Type dTAssistance Type if Assistance 

"■' ^ v 4-Cog (possible en fair): 

■ ■ bej Our^ar; f- > Cpd {poasttrie en fair) 

1 Double Lasso Cpg Cpg (possible en. I'gir) 

■ rTm a Pal 44'5i+-Cpg 

W -F4ai4CndL 
■ V - qne .rr Rwj'^K1 C] ■ ;•■ ■ :f. lh 1 


